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A SPECIAL MESSAGE FROM CAPCOM 

lhank you tor purchasing MfcCA MAN &, the 
newest game in ihc Mctia Man universe for your 
kMJ Saturn.CAPCOM continues the ttadrbon of 
hKjh quabty, action-pocked games for the entire 
family. 

We at CAPCOM ENTERTAINMENT ,w proud to 
bnnq you tlvs racitinq revv .addition to yoijr video 
game tibi aiy. 

* The Sega Saturn doc i> intended lor uw exclu- 
sively with the Sega Saturn ,M System. 

* Do not bend it, crush il, or vibrtierge it in fcq* 
nidi, 

• Oo not leave it in direct lunligM or near n radi* 
ttlor or other source ol heat 

• Be sure to take on occasional rrcevi riurinq 
extended ptaft 10 real yuuisell and Uie Stya 
Saturn compact disc. 

■ Keep your 5*g« Saturn compart disc clean. 
Ahvayt hold by the edges and keep it m its cojc 
vvrien nol in use. Clean with a linMter, ***^ d'Y 
dulli-winim) in straight lines from center to 
edge. Never use solvents or abrasive cleaner*. 

WARNING TO OWNERS OF PROJECTION TELEVI- 
SIONS: STILL PICTURES OH IMACti MAY CAUSf 
PtflMANENT PtCTllfti TilBf DAMAGE OR MARK 
THE MIOSPHOR Of THE CRT. AVOID REPEATED 
Oft EXTENDED USE QY VIOEO GAMES ON LARGE- 
SCRFf N PROJECTION TELEVISIONS. 

rhls product rias been rated by the Entertainment 
Software Ming Board* For information about the 
FSRB rating, or to comment about the appropri- 
ateness of the rating, pteise contact tfie ESRB at 
1 -800-771 -3772, 

WARNtVC: REAP &EJOM USING YOUR SFCA 
VIDEO CAME SVSTEM. 

A very mull percentage of individual may experi- 
ence epfeptic s*i7urw When expmed to certain 
light pattern or flashing lights. Exposure to cer- 
tain patterns or backgrounds on a televit^n 
screen <v while playinfj vlcfeo g&mes may induce 
an epileptic teiaire in these individuals. Certain 
conditions may induce p-wioiiSly underrated 
epileptic tymplorrft even in person* who have no 
history of prbr seizures or epilepsy W you, Of any- 
one <n your family, ha\ an epikptrt condition, 
consult your phyiiottn piio* to LV<iyin§. If you 
experience any of the following symptoms v*hHe 
ptay*"K] a video name - dt/j^iew altered viiiw, 
eye oi muscle twitches, toss of awareness, disori- 
entation, any involuntary movement, or 
conviifaion* ~ IMMEDIATELY discontinue use and 
tumult your physkUn before resuming play. 



CAPCOM HINT UNI AND 
CAME COUNSELING 

flirts arc available; 

1-90B-I80-CLUE 

(1 900*80 2SS3) 

% 79 per mmute for 24-hr. preset ortfed 
jnlormalion. S.99 per minute 'Or lr%^ Gao^ 
Counselor ass^ance trom Canada 
1-900477*2272 fjl.25 per nwurie). 
Mu5£ fc^ ■ £ yea^S or o<drr, cr have parmlal 
permission. Game C.o^nsrlorsavaildblr 
McnciayFiktoy B:JO am - 3:00 p.m Pacific 
btancarcl lime* This hint line *iipp;tfK 
game* produced by CAPCOM ENTERTAIN- 
MENT, INC. only. No hints will be given on 
our Consumer Service lint*. You must have a 

toutti lone phone to use this service, 

CAPCOM ON-LINE 
Vail our ttefcite to ste all ihe oreat new 
t Al*C C>\1 prtvliirH and Mroa Man lirrntrd 
erjfion products Or jurt e nwil us lor help 
or to Unrj cut what's n€W at CAPCOM* 

I it ip* »vwvwi £»pcoi it.com 

or 

(nmpuserwe: 76/02*2/1 O&tAiiTiuuatfve.corn 



CAPCOM ENTERTAINMENT, INC 
4/> Oafcmead I'orkway 
Sunnyvale, CA9-IOSr> 

$ O*FC0M CO. UP Wfi. 19V7 OttlPCOM 11%. A. 

INC l^ti. I??7 Al RICHTS BESERVEn MFCA MArv n a 
tmrfcmrt of C-^^COM CO,. LTD, CAFCOM is * KgineteJ 
trufemarfcof CaK.WICO.LTD Security ho^ni OMU 

l»yii r»iopic4i^ lid. 1th wi>i; i kovedtc< ue >ith i'i- 

iHw 5"lUn +yii*"- stilly. l#-i4iiJl i Mfl«rt<*.y/ii , t^.«fif>.i4j* 
:br, retiUL puWi; pH*rm*rjH u* l*.**il*%t rJ lhc\ yam** d 

a oakebe cl &»F*i:jt4e lawi. M*re J^efl r^nr*^ h the 
i>,%A AH nyiis 'r*H»ee 

Miru^ Oxey t'KiadfT; |r^r»fa:»cr-io^> sl*rn*«c *»<m**i 

CiSDfctiAaljiMVIIkh SifiMt*i Li^abve ScTv^evL^a %ct*vw 
^ilLifpai.tf. Cofey ir#cci*r, ^art*7 ( e l>e<H:r-Mrh ivVrii^i 
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GAME SET-UP 

Set up your Salurn game console 
according to the instructions in its 
Instruction Manual Make sure the 

power is off before inserting or 

removing a compact disc* Insert the 
MEGA MAN 8 disc and close the CD 
door. Insert game controllers and 
turn on the Saturn game console. 
Follow the on-screen instructions to 
start a game* 




STARTING 
MEGA MAN 8 

After loading MEGA MAN 8, watch 
the cartoon introduction sequence or 
press B to jump to the title screen* 
Press START again to bring up the 
main menu. Refer to page 6 for more 
on how to begin playing* 




CONTROLLING 
MECA MAN 

MECA MAN 

DL #001 
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Mega Man, the second robot created 

by Dr* Thomas Light, was originally 

intended only to perform functions in 
the laboratory that Dr* Light could not* 
Slowly, Dr Light began using Mega 
Man tor more and more advanced 
robotics experiments. One day. Mega 
Man walked in on Dr Light listening 
to an intercepted transmission from 
the evil Dr. Wily. The transmission 
exposed Dr. Wily's plans for world 
domination. Mega Man convinced the 
good Dr. Light to let him chase down 
and eliminate the threat of his neme- 
sis. Mega Man's days as a gofer in the 
lab were over. 



BUTTON FUNCTIONS 




START Button 



Starts Game 

Opens Mega Power Screen 

Selects item in menu 

DIRECTIONAL Button 

Highlights iten in Tienu 
Moves Mega Man Left or Right 
Climbs Ladders Up or Down 

A Button 

(ires Mega Power 

Fires Mega Busier 

Press and hold until tuliy charged, 
then release to fire Mega Blast 

Select item in menu 

B Button 

lump 
Swim 
Cancel item in menu 

C Button 

Fires Mega Buster 

Pr«\ and bold until hilly chamed, then 
release to tire Mega Blast. Try jumping 
and sending out a Mega Blast 

Select item in menu 

L,B 

Changes Mega Power 

Switches menu in Mega Power screen 

X, V, Z Button 

Not used 

lo reset the gome at ony time during 
yameplay, press START while holding A, 
B and C Buttons simultaneously. 




SPECIAL FUNCTIONS 

SLIDE 

PrisTlfie DIRECTIONAL BuUon"r^ 
and B Button simultaneously to slide 
under narrow passages. 

|UMP 

Press B Button to jump. Adjust height 
of the jump by holding the button 
down longer. Use the DIRECTIONAL 
Button to determine the direction of 
the jump* 

SWIM 

Press B Button to swim. Use the 
DIRECTIONAL Button to move Mega 
Man while swimming, 

CLIMB LADDER 

Stand at base of ladder and press the 
DIRECTIONAL Button a to climb 
ladder. Press ▼ to climb down. 

USE MECA BALL 



MOVE MECA BALL 




Rush delivers the first Mega Power to 
Mega Man on the island, but the 
Mega Bail is a Mega Power and can 
be depleted. Equip the Mega Ball 
then press A Button to lire it* You will 

see the Mega Ball on the ground. 

Stand next to the Mega Ball and press 
the A Button again to make Mega 
Man kick the ball and activate it. 



Press the DIRECTIONAL Button Left 
or Right to move the Mega Ball with- 
out activating it. Sliding onto the 
Mega Ball works as well. 

|UMP ONTO MEGA BALL 



Fire a Meqa Ball but don't activate ft* 
Hold B Button then jump on Mega 
Ball. Met] a Man will jump higher. 

USE SNOW BOARD 




In certain parts of the Icy stages 
Mega Man can use a Snow Board. He 
can |unip and Slide by using the 
same motions mentioned previously* 
Be prepared; inclines increase the 
Snow Board's speed 

FLOAT IN A BUBBLE 




Bubbles turn up occasionally. |ump 
onto the bubble-maker and Mega 
Man will float upward* Use the 
DIRECTIONAL Button to move the 
bubble left or right. No weapons are 
available while in a bubble, and 
spikes will pop the bubble. 



DESTINATION: 
METEOR CRASH 

Dr. Light sped to his controls to react 
to the sudden alarms* Lights flashed 
and electronic sounds blared. He 
scanned the meters and checked the 
print-outs for any clues to what had 
just happened* Then the computers 
centered on the disruption in the 
radar and brought it on-screen. 

"Mega Man, come in! You must inves- 
tigate the disturbance? immediately. 
Come in. Mega Man!" 

A holograph displaying the gentle face 
of the Titanium Titan gradually materi- 
alized, and Dr. Light breathed a sigh 
of relief. Mega Man was already in the 
vicinity* 

"Yes, Dr. Light. I have the readings. 
From the looks of it thai comet was 
not an accident. I detect a high con- 
centration of metal alloy in that 
fireball. I bet Dr. Wily is behind this*" 

"If not, fie dl least knows about it and 
is nearby* It crashed onto that desert- 
ed island* If Wily'* there, don't let him 
gel away. And be careful Mega Man. 
Remember what happened the last 
time!" 
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STARTING MEGA 
MANS QUEST 

MAIN MENU 

From the MEGA MAN 8 title screen, 
press START, A, B or C to bring up 
the main menu. Here you have 4 
options: CAME START, CONTINUE, 
OPTION or BONUS MODE. To START 
a new game, highlight CAME START 
and press START, A or C After the 
cartoon introduction sequence, you 
will begin play. To bypass the intro, 
press B, 

To continue a previous game, high- 
light CONTINUE- For more on how to 
save or load a game, see page 14. To 



adjust the configuration of your game 
select OPTION. This brings you to the 
OPTION MODE. See page 14 for 
more on options. 

The final option you can use is called 
the BONUS MODK this gives you the 
chance to test the BOSS CHARACTER 
POSTCARDS, OFFICIAL 
ILLUSTRATIONS, SOUND MODE and 
VOICE MODE. After selection the 
BONUS MODE, use (he DIRECTIONAI 
Bui ton In highlight the option and 

press START, A or C to select it. Use 

the Directional Button lo adjust the 
item and press A or C to view or listen 
to it. Highlight EXIT or press B to 
return to Che main menu* 




STAGE SELECT 

Alter Mega Man investigates the 
deserted island, he is presented with 
the Stage Select Screen. The square 
markers show the stages on ihe map 
where Mega Man can go to tind 
clues. Highlight a marker and press 
START, A or C to begin Mega Man on 
his quest. 

At first you can only go to 4 stages and 
Dr. Light's laboratory. For more on the 
function* of Dr. Liqht's lab, see pane 10. 

MEGA POWER! 

As Mega Man battles Wily's Nefarious 
Robots he will gather power-ups, 
weapons and items. If Mega Man is 
skilled enough to face and defeat the 
Wily Robot introduced at the begin- 
ning of the stage he is rewarded with 
that Robot's weapon. The weapon 
and any other special power-up he 
acquires will be stored on the Meqa 
Power screen. 




Press START during gameplay to 

pause the game and bring up the 

Mega Power screen. This first, screen 

shows all the weapons Mega Man has 
acquired from defeated Wily Robots. 
The second screen, the Item Select 
screen, shows all the special items 
Mega Man has collected. Use L or R 
to shift back and forth between Mega 
Power screens. 

To equip an item or weapon, use the 
DIRECTIONAL Button to highlight the 
item or weapon and press START, A 
or C This will return you to gameplay 
with the weapon or item you chose to 
use. 

You can switch weapons during 
gameplay by pressing L or R You 
must have energy remaining in the 
weapon in order to use it. 




OTHER DR. LICHT 
CREATIONS 

Mega Man is not alone on this adven- 
ture. Dr. Light has been busy creating 
other robots to help Mega Man find 
Dr. Wily. Here is who Mega Man can 
count on when he needs help: 



ROLL 

DL3002 

Mega Man's 
younger sister 
Roll works in the 
laboratory and 
assists Dr. Light in 
turning the bolts 
Mega Man col- 
lects into those nifty items he 
can obtain at the lab* For more on 
this, see the next section. 



PROTO MAN 

DL 0000 

Dr. Light's first cre- 
ation seems to be 
at the right place 
at the right time. Good 
of Proto Man. Vou 
know good things 
are usually nearby when he 





shows up. 




AUTO 

Normally a tech- 
nical assistant in 
the lab, the beefy Auto steps out 
of the iab and into the hunt with his 
custom weapon. Mega Man can defi- 
nitely count on Avilo to lend a hand. 



EDDY 
"FLIP-TOP" 

Dr. Light made Eddy 

to transport things 

from the lab to his robots in the field 

Now Eddy has been equipped wilh 
the ability to fly so, along with Eddy, 
Mega Man has some real tire power. 





BfcAT 



The famous crime- -*gf 

fighting bird named Beat is 
always out for world peace. Beat was 
built by Dr. Cossack, a long-lime 

friend and colleague of Dr. Light. 

Cossack and Light worked together so 

well that Cossack gave Beat to Mega 

Man lo support him in buttle. While 

flying. Beat will dash out in attack if 

lully charged. 
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RUSH 

Where would any person be without a 
trusty canine at their side? The same 
goes for the Blue Bomber and Rush 

Ihe Robo Dog* Rush can transform 

himself into many different vehicles so 

Mega Man cannot do without him. All 

Rush powers have limited energy and 
once you call on him you must use all 
the energy from that power 

Rush has 6 forms, 
but Mega Man 
can only call on 
4 by himself. 

Special Rush allows 
Dr. Light to send a 
holographic image 
to communicate with 
Mega Man, while Rush Jet 
gives Mega Man the power to fly. 
Use the DIRECTIONAL Button to 
move the Rush Jet, Mega Man can 
only fire to the right while on Rush 
|et. but can use any Robot Weapons 
at his disposal. 

Rush Bike - Call up the Rush Bike and 
zoom through enemies with no prob- 
erm. Mega Man will not take any 

damage while on the bike, but Rush's 

energy lakes a pummeling if you ram 

enemies. To leave the bike, press the 
DIRECTIONAL Button A then jump. 

Rush Bomber - Rush will drop bombs 
to help you. 

Rush Charger - Mega Man will 
receive life energy or weapon energy- 
Rush will drop these down for Mega 
Man lo collect. 



DR. LIGHT'S 
LABORATORY 

from the Stage Select screen, high* 
light Dt Light and press START, A or 
C to select the lab. Roll will appear 
and talk you through Ihe features at 
the lab* There are a number of items 
that can be built and given to Mega 
Man depending on how many bolts 

are required to make the item. The 
number of bolts you have collected 
will appear in the lower right corner 
o( the screen. 

Use the DIRECTIONAL button to 
highlight a menu item then press 
START or A or C to select it. You can 
choose from ASK FOR A PART SAVE, 
OPTION MODE or EXIT Select ASK 
FOR A PART to create have Roll create 
a special item. After selecting this 
from the menu, you will see icons rep- 
resenting the items you can make. 
Use the DIRECTIONAL Button to 
highlight an item. Information about 
the item will appear at the top of the 
screen. H you have enough bolts press 
Start, A or C to select it. It you do not 
have enough bolts Roll will tell you so. 

When you have finished, select EXIT 

and you will return to the Stage Select 
screen. 

You can also save your game in the 
lab. Highlight SAVE and press START, 
A or C You will then be asked which 
block you want to save the game to. 
For more on saving and loading 
games, see page 14, Select Option 
Mode to adjust your options in the 
same way as you can from the game's 
main menu. 
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SPECIAL ITEMS 

Each item has information about its' 
purpose when you hiqhliqht it in (he 

but here is a short list of some things 

you can purchase: 

Energy Balancer -When you collect 
Weapon Energy, the balancer will (ill 
your weapons from least to greatest. 

Exit Part-Allows you to exit a stage 
you have already completed. 

User Shot-A piercing laser weapon. 

These items appear when you defeat 
enemies, or are just there it you c&ri 
find them: 

Bolts-Use these to create items at the 
lab, 

Companion Panel-AppGars only in fly- 
ing stage; pick it up when the 

companion you want appears* 

Rush Panel-Allows you to call up the 
corresponding Rush power, 

1 UP-lncreases the number of chances 
you have to battle, up to a maximum 
of 9 extra lives* 



DR. WILY AND HIS 
NEFARIOUS ROBOTS 

DR. ALBERT W. WILY 

The evil scientist never gives up. Try 
and try as he might, Thomas Light is 
always there to get the upper hand. 
Even back in their days at the Robot 
Institute of Technology Or. Light got 
all the attention and accolades. Wily 
has vowed to become the greatest 
robot maker the worid has ever seen 
but Dr, Light's Mega Man has consis- 
tently foiled Wily's schemes to control 
the world* 
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BASS AND TREBLE 

An interesting 

pair. Who 

would have 

ever thought 

to pair a robot 

with a trusty 

canine sidekick? 

Wily figured if 

you can't beat 

'em, copy 

*em so now 

Rush and Mega Man have 

Bass and Treble to deal with, Bass is 

convinced he can defeat Mega Man 

by himself yet welcomes Ihe fierce 

Treble- 



TENGU MAN 

DW 3057 

Weapon: 
Tornado Hold 

Wily created Tengu 
Man to take 
advantage of 
the power of 
the storm. An experi- 
mental robot with 
many weaknesses if * 
you can find i'\ 

them, Tengu Man 
exudes confidence and frequently 
looks down on others. So look out for 
the tornado. 
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ASTRO MAN 

DW #058 

Weapon: 
Astro Crash 

An aban- 
doned 
planetari- 
um held 
lots of part* 
for Wily to convert 
into the menacing 
Astro Man. At first Astro Mun was 
designed to control rhe minds of 
those who viewed the planetarium 
show, but the greedy Wily prepared 
him for battle. Never one to shy away 
from a fight. Astro Man still feels more 
comfortable in space, 



SWORD 

MAN 

DW H059 

Weapon: 
Flame Sword 

One of Wil/s 
most prized 
thefts was an 
ancient sword 

he lifted out of a museum. But the 
sword was so huge he could not find 
a use for it. Finally he built Sword 
Man but coutd not balance the 
weight. Wily decided he must float 
Sword Man's upper body above the 
rest so he will not be clumsy. The dev- 
astating sword can be charged up and 
shoots fire. 





CLOWN 
MAN 

DW *060 

Weapon: 
Thunder Claw 



Dr. Wily rescued 

Clown Man Irum a cancelled science 
fiction TV show. Made From old sets 
and props, he displays the charisma of 
show business. The truth is Dr. Wily 
can't stop laughing at Clown Man's 
arms. This makes Clown Man especial- 
ly proud of his arm span, which can 
extend over great distances, because 
he never got a laugh while on the 
show. 



SEARCH 

MAN 

DW tf 061 

Weapon: 
Homing Sniper 

Built from extra 
parts and an 

out-ot- service security robot 
Search Man has |eckyl-and-Hyde writ- 
ten all over him, Wily decided that 
two heads would be better than one 
but then again Wily never does any- 
thing for the better. Search Man's 
heads should cooperate but in real- j* 
ity Ihey are constantly bumping 
heads over every decision. 




FROST 

MAN 

DW IT062 

Weapon: 
Ice Wave 



When Wily bought parts to enhance 
Clown Man, he over did it. To use up 
those parts he worked day and night 
to come up with Frost Man. He had 
so many more parts than he expect- 
ed* So Wily built an ice machine right 
inside Frost Man. His most dangerous 
weapon is Ihe Ice Wave, a quick blast 
of razor-sharp icicles that freezes and 
cuts through anything it touches. 
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GRENADE MAN 

DW#063 

Weapon: 
Flash Bomb ^£3 



The best 

description that fits 
Grenade Man is a 
crazy drill 
sargeant whose 
favorite pas- 
time is lo blow 
up everything in sight. Grenade Man's 
bold and reckless personality was ju.s1 
the remedy for Dr. Wily, While he 
loves to hurt his enemie, strangely 
Grenade Man longs for the pain of an 
explosion or two* 



AQUA MAN 

DW#064 

Weapon: 
Water Balloon 

Aqua Man 
emerged when 
Wily's first shot at 
Frost Man's ice 
machine failed 

miserably* 
So he gave 
Aqua Man a huge water 
tank in his chassis* Wily 
sent him to a water util- 
ity ptant to train, and 
now he has emerged 
as one of Wily's best 
weapons, 




J3 



OPTION MODE 



BACKUP DATA 



Roll assists you in adjusting the config- 
uration of your controls and the 
sound mode lor your game. Highlight 
OPTION from the main menu and 
press START, A or C to select it. Then 
highlight the function you want to 
change and press the button you 
want to u$€ tor that function. 

Choose between STEREO and MONO 
for the sound on your game depend- 
ing on the capability of your system. 



There are J ways to save your game. 
Each time you clear a stage you will 
be askwl it you want to save your 
game. When you run out of lives you 
can save your game, and you can also 

save while in Dr. Lighl\ Laboratory. 
Your game progress, items and option 
settings will bo saved. 

You czn save up to 3 different games. 
It will bp saved to the RAM in your 

Sega Saturn system. 
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CflPCOM PRESENTS 



THE MEGR MRN LIMITED 
EDITION MODEL 

In commemoration of MEGA MAN'S 10th 

Anniversary, Capcom has produced 1000 

numbered Resin 

Kit models of one 

of our favorite 

videogame icons: 

MEGA MAN. 

These hand-crafted models 
are fully assembled and paint- 
ed. As a Special Offer to our 
MEGA MAN fans, you can be 
one of a thousand to own this 
Limited Edition collectible by 
sending your MEGA MAN 8 
registration card along with a 
Check or Money Order for 
$24.95 (includes S&H) payable 
to Capcom Entertainment 

Please Mail to: 

Capcom Entertainment, Inc. 

attn: Mega Man 8 Limited Edition Model 

475 Oakmead Parkway Sunnyvale, CA 94086 

(UOS) 77d-0400 

Please allow 3-4 weeks for delivery. 




IS 



RURILflBLE FROM CHPCOM 

. .T-Shirts. . .Strategy Guides. ..And More.. 



T- Shirts 
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•ALL TSHIHT SIZES XU 

Resident Evil 
Street Fighter Alpha 
Mega Man 8 
Street Fighter Alpha 2 
Star Gladiator 
Super Puzzle Fighter 



S15.95 
S14.95 
S14.95 
S14.95 
S14.95 

$14,85 



Strategy Guides 






And More... 



Street Fighter Alpha 2 
Street Fighter Alpha 
Darkstalkers 
Night Warriors 
Star Gladiator 






-I Leathor Backpack 



i . 
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«N0 CHECK OR KDNEY 0*DSR TO; 
CAPCOfl EnitsuiMnrKr. [fie, 



VISI1 OUR WEBSITE FOR 
MORE MERCHANDISE # 

HTT d ://HKA.CAPCOM.CaW 

t« Call 00S.7L4.duaa «i-h 

0JFST1£US OR TO OffULK BV 

f :*Eon card 



[Fa (fcivrrv (a Qftfflf am *1 Ojj A «* -1-6 Watlti >cr Utlwv WW*s *ip:lk& *y 



THIS OFFEH NOT SPONSORED SV SFfiA 



CAPfflM fNIERIAINVIM, INC 
4/5 Uakm?*d fei<A<w 
Sun ivviik, W !ML*£6 

90-Oay Limited Warranty 
CAttOM ENIERTAIKMENl IHC. ("CAPCOUT) mriiMS 
to np oiKjiivil toituiin? Hi:!'. Itiis kikin CO-ROM 
; TiMtov/'} Trnnn apfflu shall be Iree iron ddecu 
,r mdie'id and wsffcrr^Ttshp lot a pnhxl ill Sfl tint's 
l<mn date Ol pucltdfr. If £ rtf-trc : rowrcd by ths 
wj ianiv otais djrirg :hi$ 9C-cay wciwiy period, 
i/iKOtf v/il! replace the (0 ROM (fee jI (haige 

!o receive this wananty service: 

I. Notify the CAPCOM Consumer service Department 
cl tic DiuHcm owing wamnly wiviie by wlliro 
(408) ??J MM. Ou (hiivjwi Sertice Departmenl 

< m operation (rem H:JC c n. 10 mo pm flaok 

I ne. \tondw through I rite 

7 r itir fAFfStt semct lettninan fi enable to 
solve the pxilen » ohene. te/she «n provide 
you wi:li a (telun< MotfwftdiW AulhOrtiabOfl num- 
her. iii-ip > lecmti t ii% number en trie Dulside ct 
yaw shpptng pac^ge, end rel'jrii lie enliie CO'RSM 
hpighl prp^ri al yen own n\k u! (tarn*}? ui dHiv- 
m we recommend sen dine vctir cu-WAk mblsd 
nait Please iixljte your sales slip nr similar pfonf 
tf puitoc *viihlr Hie 9C-day wrrawy P?*IOd tO: 

CAPEQM 

consumer Service Departmeii 
475 GAmead Partway 
fumyvdkv <A 94CJ46 

Thi v;jikntt f Shall OOl jffiv It the C3*K0M ^> 
Beer darraccc Lv iTcgliQi'ine. al da*, tii¥eawi> 
fillip kip, THUti'iCiiijnu, tM|iriiivj ui by vthci causes 
urr^l^d lo the drtcciive Tutorials :t wfh^nsiu 

fl! PAIRS ARER tXPIHAHON Of WARRANTY: 

I I the ID MMdevetcjn u probWii dfel !■ c W-toy 
wvmly ppne-d. jWJ ta* rcit:*Kl Irtc UPUlAl 
(orsimcr swic^ Oaparmew ai t^ fhcnp ntf^tfi 
hj1«J pievicu^y t ihe CAPrsu wrvic* :e-:Ncun is 
in ibl + ly solve ihe c'ct'en by phone; he/she may 

i : 1 1 wilti d Rtturn r/i*iUuinli^ fcjiio* Wlon 

in I'u-j Yuii fiMV iItii ipccmI lllis niiil":c OU Iho 
■ '.hi'' it o.h ■ * Hi.-." iq pac-age oic rebra :he 



df teem iti HOM freight prepaid j. ycor ov;n iish u' 
il^T^qe cr delwer\ toWKOM. tnCcsiK) o Uietk or 
m^ie'r fo' S?t*» {US hinds culv} payable Id UP- 
COK. Wc fotonrneod sending your CIW. vttifM 
mad. CAKOW will repbu me CO-aow siriDed to 
ite loiidiiiwis dt^jve> tl repbteiwM CD-30M5 ^e 
MM available, the deloclwc product will lie icluuted 
tc >W3rx) the $^t>00 paym?n1 i^lnndtrd, 

VTARRAN1Y UMITAUONS: 
AW APPIIWBIt Mn»BWABKA?4llE&. IMClUOtKiG 
WAWANII1S 01 MLKII*NM1MIY AND FIlhESS FOt 
A MEIiailAR PUBPOSI. AEf HFG^SV LIHIlll) 10 
BKETY («) DAYS FROM 1HL CAIt Of PUW1ASI AND 
ARE SUBJECT 10 THE COMMAS SET TOPIII HERBK 
IN M) EVEM SHAH CAKOM B£ LIABLE FOK CONSL- 
OJtMIAl OV rNCIDCNIAl DAMA6CS RESULTING T»OU 
lilt 0rt»XII Of ANY fXPfiFSS OR IMPIIf Vft* 
RAMKS 

ihp provisiiHis i>\ Hi* v>« i<iiily arc vdn) in the 
Umied S:aies ard Cene^le only Swie ikiei 4id 
provinces <o nt>! Allow limitetizn! on how long an 
impiirri warranty lasts or exclusicos ol consequen:itf 
or flcidenttf dam^es. so the atov? limirafic^s and 
ewiustatt nwy noi apply to ¥W This vcdrnnty qwes 
>ml s|!€cif I: legal r.ghis, aitd you map have ul^iei 
righi5 Ahirh vary IrcKH vi^e lo st^a oi piiy*ince b 
prnv/kfp. 
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EcrDpf No 80744. f/n^ No 1,183.276; Huiy KoriJ 
Nq 88-4301 ttKftKtt NO. aa-15i: OK. NO + 1.(07.029. 
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